Essence is a standard for working with methods in software engineering. As such, it can be seen as the reference architecture for software engineering. The Essence consists of the Kernel, and a notation called the Language. This representation is not widely known and likely hinders the adoption of the Essence. This paper represents the work-in-progress of representing the Essence using ArchiMate, the de facto notation for enterprise architecture. Our purpose is to help organisations to adopt Essence by representing it in the language already understood by different stakeholders.
INTRODUCTION
The Essence is a standard for working with methods in software engineering. It consists of a kernel and a language for the software engineering methods. It is built by the Software Engineering Methodology and Theory (SEMAT) community. Essence allows people to describe the essentials of their software engineering methods and practices enabling further analysis and comparison (OMG, 2015) . The Essence Kernel captures the essential elements of the software engineering, but it is described using the Essence Language, which is not widely known.
This paper attempts to analyse and describe the Essence using widely known ArchiMate 3 language.
ESSENCE
In this section, we will introduce the Essence and its constituent elements as described in Essence specification by the Object Management Group (OMG, 2015) .
The Essence uses a layered higher-level method architecture as illustrated in Figure 1 . The key concepts of the higher-level method are method, practice, The Kernel and The Language. As it can be seen in the architecture, a method is a composition of practices which are described using the Kernel 
elements.
The Kernel is organised into three areas, namely Customer, Solution, and Endeavor, as illustrated in Figure 3 . Each area contains Alphas, Activity Spaces, and Competencies.
Alphas
Alphas are representations of the essential things to work with. They capture the key concepts involved in software engineering, allow tracking and assessing of any software engineering endeavour, and provide a common ground for the definition of software engineering methods. Alphas are defined in Table 1 and illustrated in Figure 1 , and illustrated in Figure 4 
Activity Spaces
Activity Spaces are representations of the essentials things to do, and they complement the Alphas by providing an activity-based view to software engineering. Activity Spaces are described in Table 2 Table 2: The Activity Spaces.
Activity Space Description Explore Possibilities Explore the possibilities presented by the creation of a new or improved software system. This includes the analysis of the opportunity to be addressed and the identification of the stakeholders. 
Competencies
Competencies are representations of the key capabilities required in software engineering, which complement the Alphas and Activity Spaces to provide the key capabilities required in software engineering. The competencies are described in Table  3 and illustrated in Figure 5 . Each competency has five levels of achievements. The levels are 1) assists, 2) applies, 3) masters, 4) adapts, and 5) innovates.
ENTERPRISE ARCHITECTURE AND ARCHIMATE
Enterprise architecture can be defined as a formal description of the current and future state of the enterprise (Syynimaa, 2015) . Typically these descriptions are provided for four layers; business, information, information systems, and technology (Pulkkinen, 2006) . Some industries have industryspecific architectures which can be adopted and adapted by anyone. For software engineering, there are frameworks such as Scrum, and Kanban, which can be categorised as industry-specific architectures. These kinds of architectures are generally called reference architectures. Therefore, the Essence can also be categorised as a reference architecture for software engineering. Boundary objects (Star and Griesemer, 1989) are artefacts that support knowledge sharing between different communities of practice (Abraham, 2013) . For this purpose, enterprise architecture descriptions are often produced using ArchiMate (The Open Group, 2015) language, a de facto notation of enterprise architecture. ArchiMate framework is organised into layers and aspects as illustrated in Figure 6 . 
Alphas
ArchiMate presentation of Alphas can be seen in Figure 7 . 
Activity Spaces
All Activity Spaces are mapped to Business Process ArchiMate element and are illustrated in Figure 8 . 
Competencies
All Competencies are mapped to Capability ArchiMate element are illustrated in Figure 9 . 
DISCUSSION

Conclusions
This study is the first attempt to represent Essence using ArchiMate, the de facto enterprise architecture notation. Our purpose is to help organisations to adopt the Essence and use it as a reference architecture for software engineering.
Limitations
In this paper, we have presented only a subset of Essence, namely the Kernel Alphas, Activity Spaces, and Competencies. The study does not cover for instance the different states of Alphas, or various Ways of Working, such as scrum.
Directions for Future Research
A more detailed representation of Alphas, including their states, needs to be created. This would further help organisations in adopting Essence. Moreover, different Ways of Working should be represented using ArchiMate notation. For instance, representing Scrum and Scaled Agile Framework (SAFe) using
